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Instnictians 

Monsters. Magic. Good. Evil. Strength. Cunning. Traps. Mazes. 
Prepare to face the greatest challenge any mortal ftos ever known — 
tfie Tower of Doom. Explore the wimfing corridors of the Tower: 
collect precious treasure^ (hscover the secrets of magic artfactSj 
emxrunter the vilest crmtures ever unleashed. 

Surviving the Tower cf Doom requires quick rfkxes and qidc^ 
wits. You must learu^yoursefhowtousemanyoftheitemsyou 
willfnd. You must decide whm to fight a monsteo andwhm to 
trade treasure for your hfe. You miist rruiintain your strength, 
increase your stamixui, aritf develop your cfipibmatic sfeifls. 

Selectyour adventure. Selectyour draracter. Tfxenpnqrareto enter 
tfie Tower of Doom! 

For One Player 
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Starting Your Adventure 

Insert cartridge (make sure power is OFF) . Turn power ON and press RESET. 
Tide screen witt appear. Press any hand controtier KEY or the DISC. 

Seket your adventure. In ad adventures, you Begin at the top of the Tower of 
Doom and work your way down through numerous (eveis of mazes to freedom. 
Some adventures have more levels and wid take longer. Insome, the mazes and 
item colors are the same each time; in others, the rrwzes and colors ared^ferent 
each time you enter the Tower (item colors are very important, as wid Be 
explained later). Other fratures also chfferentiate the adventures. 

Press the DISC to (ycle through the choices. When the odventuteyou wont 
appeals on screen, press any SIDE KEY. 


ADVENTURE 

NO. OF 
LEVELS 

MAZES 

COLOR 
OF ITEMS 

DIFnCULTY 

LEVEL 

Novice 

6 

Same cocfi time 

Same* 

Easiest ^ood 
introduction to 
tfie Tower’s 
secrets. . .) 

Tfie Tower 

8, 12, or 20 

Same 

Same* 

Easy 

The Catacombs 

12, 18, or 32 

D^rent 
eoefi time 

Deferent 

Medium 

The Fortress 

6,12,18, 
or 32 

Deferent 

Different 

D^ult 

The Challenge 

14 

Detent 

Same* 

D^ult (Eoefi 
Level You 
Descend 

Introduces a new 
monster. . . ) 

Wlzanl Hunt 

32 

Different 

Different 

D^ult 

Grail Quest 

32 

Different 

Different 

The Hardest 
(You Must 
Locate tfie 
Grail to succeed!) 


* ]fyou assume the cfioracter tfie Wa^orthe Barharian (^nextpage), the 
item colors for these adventures wid ofwc^s Be different. 


Select your character. The character you select wid determine your ahiddes and 
the contents of your pack as you Begin your adventure. 

There are ten characters you can assume: 

Novice Warrior Arc/ter Knigfit 

Tnuler BarBarian Wo^ ‘ Friar 

Warlock Waribnl 

Overad, the Warlord, strong anifudy equipped, is the easiest character to Begin 
with. The WaFf, wejok ami poor, is tfie fianlcst. Tfie otfier cfiaracters fiove varying 
comhinatiorrs of strengths and weaknesses, as you shad discover! 


Tfie Screen 

Tour screen is divided into several sections, each giving vital irformation. 
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The largest section (1) shows your immetfiate vidnity within a level, along with 
nearBy weapons, treasures, doors, traps, stairs, ami monsters! Asyou explore new 
areas of a level, the wads of the corridors and rooms wid appear. Th^ remain 
visible when you return to areas you\e explored. Jfyou come face tofiicewitha 
monster, the mop is replaced with a view of the Battle. 

The upper l^ comer of the screen (2) shows the level rrutp. This mop shows 
the areas of the level you have explored, with your current position 
imficated By a white dot. 

At tfie middle of tfie screen (3) are three rows cf symbols. You can use the 
symbols in tfie top imv to find out your status, to select itemsfromyourpack, to 
use items, and to open doors and to descend stoiis. Tfie sccomi ami third rows 
show the items you are currently carrying in your pack. 


At Bottom (4) j your Hit Points appear as aseries ofyeitow sBieids against a Stack 
Background. These inificate how much irguiyyou can sustain Bt^bve dying. You 
fose Hit Points as you are hurt in Battle or fy eidC magic; yougain them Back over 
time as you heaC. The Stack Background indicates your potentiaC Hit PointSj 
which increase os your 5tomina and Experience increase. Note: a magic 
sped can occasionady nmke your current Hit Points exceed your potential Hit 
Points/ 

In addition to tfie oBove v^rmationj heipfxd messages widjreguentiy appear on 
the screen (5), moving stowCy from righito t^- 

ControCs 

The use of your hand controller cUqjeTuls on whether you are exploring; going 
tfirougfi your pack, or engaging in Batde. In generalj the controts are: 


DISC: MOVE through the maze/KUMMAGE tfirougfi your pack. 
TOP SIDE KEY: USE an item. 

BOTTOMRIGHT SIDE KEY: GET IN AND OUT ofyourpacL 
BOTTOM LEFT SIDE KEY: DROP an oBjectfromyour pack 
These are expBiined in more detad Below. 


Effcptormg 

MOVE ABOUT THE MAZE Press tBe DISC in the direction you wish to 
move. As you explore new areasj the corridors of the Tower wid appear. 

USE THE ITEM IN YOUR HAND Press dtAer TOP SIDE KEY. (Your 
currently held item is shown in the third position in tfie top row cf fymBols.) 

TO PICK UP AN ITEM Wdlk over it. (f your pack isfudj you must drop an 
item first.) 

TO GET AN ITEM FROM YOUR PACK, DROP AN ITEM, OPENA 
DOOR, GO DOWN A STAIRCASE; OR CHECK YOUR STATUS 
You must get into your pack By pressing the LOWER LEFT or RIGHT SIDE 
KEY. 


Going Tfirou^fi Your Pack 

SELECT AN ITEM FROM YOUR PACK Press tfie DISC to move the 
HAND SYMBOL (second from in tfie top row of symBols) over tfie itemyou 
wont. Oru:eyou fiave selected an item^ you con USE it, CASH it^ HOLD it, or 
DROP it ^ Below). 

USE A MAGICAL ARTIFACT or CASH A TREASURE Press dtfier 
TOP SIDE KEY to use tfie art^t or casfi tfie treasure umier the HAND 
SYMBOL. Weapons cannot Be used while you are in your pack 


HOLD AN ITEM Wfien you get out cf your pack By pressing the LOWER 
RIGHT SIDE KEY tfie item under tfie HAND SYMBOL Becomes the 
cunentfy fieU item. 


DROP AN ITEM Press tfie BOTTOM LEFT SIDE KEY to dmp the item 
cunentfy under the HAND SYMBOL. (Note: You can't drop on item fyou are 
too close to a wad or if the corridor is too ruinow.) fyou are engaged in Battle, 
the monster wid take the dropped item os a Bribe. 


OPEN A DOOR (Wfien standing at a door) Press the DISC to move tfie 
HAND SYMBOL over the DOOR SYMBOL (rightmost in tfie top row cf 
symbols). Press either TOP SIDE KEY. 

DESCEND A STAIRCASE (Wfien stancdng over astaircase) Press tfie 
DISC to move tfie HAND SYMBOL over tfie Down Arrow (rightmost in tfie 
top row cf syrriBols) . Press either TOP SIDE KEY. You wid descend one level in 
the Tower. Note: you can not go Back up to previous levels! 


CHECK YOUR STATUS Press tfie DISC to move tfie HAND SYMBOL 
over the Question Mark, then press either TOP SIDE KEY. Your Strength, 
Stamina, Lfe Force, Diplomacy, E;tperience, or Treasure Score wid appear on 
screen. Press again to see tfie ne;ct statistic. 

TO MOVE THROUGH THE MAZE OR TO RETURN TO BATTLE 
Get out cfyour pack By pressing the LOWER RIGHT SIDE KEY. Tfie item 
uTufer tfie HAND STMBOL Becomes the currentfy held item. 


Engaging in Bottie 

Wflen the map on screen 15 reptaced Sy a view of yon and amonstcTj it indicates 
you arz about to engage in Battle, . AD\!ANCE FOR AITACK Press the 
RIGHT 5IDE of the DISC, 

AlTACKi Press either TOP SIDE KEY to useyourcunently fteiditem. fyou 
are holding a weapon, your success will dqfend upon your 5trengtfi; 5tamina^ 
choice of weapon, and the monster itself. Other objects in your pack may have 
magic powers you can use against the creature, f nothing woihs, netreatf (Note: 
A succesfuC Battle will increijse your strength. But at the cost of your 
Diplomacy,) 

BRIBE THE MONSTER Get into your pack (LOWER LEFT or RIGHT 
SIDE KEY) and drop an item (see abo\;e). The monster will consider your 
offering ami may let you five, (yvhether or notit does, itkeepstheitern--you^ve 
lost it) Its decision^^dependuponyour DipConuuy^ the worth of theitem, and 
the monster itsef, f it accepts the offering, you nuy continue tfitougfi tfie 
corridoTS. fnot, tiy another Bribe, attoefi^, orretreatl (Note: Asucces^ oaring 
will increase your Diplomacy 1) 

RETREAT Press tfie LEFT SIDE of tfie DISC. Once you successfully retreat, 
the map reappears. Run away Bfore the monster chases you! 

TrapSj Gas CUmds, and Bre 

Throughout the tower, there are Traps and Gas Clouds, Be carftd! Some Traps 
oiways effect you, others ordy occosiomdl^. And you may Be able to timeyom 
passage through a Gas Cloud so as to rwt interact with it. But for some, 
interaction is unavoidable, Dfferent Traps and Clbudis fiove referent properties: 
Transporter — Moves you to a new location in tfie tower level 
Parafysis — Freezes you for several fieartfieats. Keep pusBing the DISC, Because 
you may get paralyzed again f you don't get out quickly! 

Corfusion — Causes you to walk around Bcfkd — tfie DISC does not respond 
properly! Wears off in a few heartbeats, 
life Eater — Reduces your Life Force, 

Poison — Reduces your Stamina, 

Fire — Reduces your Hit Points! 

You are not always effected by traps, gasses, and fires. Fires, for e;«imple/ will 
iigureyou only one out of ten times; the transporter, on the other hand, always 
moves you to another location (unless you^te fiolifing a certain Key, , .). 


Monsters 

You will encounter monsters tfirougfioutyour adventure. You will have to Battle 
some; otfieis must Be Bribed with treasures. Then there are times when it's Best to 
run fjr your Ife! 

^kdng 

There are two ways to fight monsters: witfi projectile weapons while e^loring, 
or witfi fiand-field weapons while engaged in Battle. You wifi fiove to Become 
e?cperienced at Botfi^ since some monsters are Best killed from a distance^ 
others from close up. ^ 

The residts cf a Battle are determined By your Strengtfi and Stamina, the strength 
of the monster, the type of weapon you! re using, and any assisting magic you 
may have accpxired (dbafis tfiot protect^ spells tfiat fie^ dfend, etc , . .) . Be careful 
to keep track cfyour Hit Points at tfie Bottom cfthescreen, as you may get fiit 
several times B fore felling a creature. 

Succes^lfy dfeating a monster By fighting increases your Strength, while 
decreasing your Diplomo(y, 

BriBtng 

You can only Bribe a monster while engaged in Battle. You may atten^ to Bribe 
the monster even f he has started to attackyou. You mustget into your pack and 
drop some item. The monster will take the item, and, f he fifies iL wifi retreat^ 
leaving you inpeace, Waitfor him towalkawcy! f you walk away from him, he 
may Become angered and attack! 

ff he does not retreat fie may accept more treasure - Bribes during a single 
encounter accumulate, so offering a monster tfiree Boots for example) may make 
the monster leave, wfiereos offering the moTtster one dagger may do the same. 

It is easier to Bribe a monster as your Diplomacy increases. Having high 
Diplomacy is tfie only way to make some monsters accept anythiry at all The 
monster takes — and keeps — tfie item regardless of whether or not fie decides to 
let you olbne. And tfiere's one monster t^t wifi NEVER leave, no matter fiow 
diplomatic you are^ no matter fiow muefi treasure you give it. 

Sunnving a Battle By Bribing a monster increases your Diplomacy, 

Fleeing 

Fleeing is often tfie only way to ly afive. Wfiife exploring, it's simple — RUN 
AWAY!!!! During Battle^ it tafies more coordination. You can afways retreat 


from a Battle By moving your hero {eft. Onceyou Back away, you are returned to 
tfte map wBete^ depending on the monster, you rrmy have an instant or two to 
further your escape. It rru^ take two or three fonts to arvdfrom Battle Beforeyou 
are in a posidon on the map to run (f you were Backedinto a comer, for e?oamp(e, 
or were Being Blocked from a hallway By the rrwnster). 

Fleeing does not affect any of your statistics. 

Ma^icaC Artifacts 

You will find rrumy enchanted items in the tower. Wfiat these objects can do is 
for you to discover. 

A A 

Rrtion Bottle Potion Flask Mortar & Pestle Small Scroll 

Large Scroll Boo£ 

Tfie magic can have good effects. . . 

Heal your strength. . . 

Make you fiister. . . 

Make you invisiBle. . . 

Freeze or slow monsters. . . 

Teleport you to onotlier room. . . 

Turn cfff all traps in a tower level. . . 

Increase your potential strength. . . 

Increase all your oBihties. . . 

Remove evif spells cast upon you. . . 

Watch out! Tfie magic can also have Bad dffects. . . 

Freeze or corfuse you. . . 

Make monsters invisiBle. . . 

Decrease your oBiOties. . . 

A rruigical item can ordy Be used once! Once used, it chsappears! 


The Ejects of a magical item mcy last a few moments^ orfbr on entire adventure. 
It mcy last until coimteracted wttfi otAer magic, or it nu^ wear off when you 
descerul a level. . . 

Protection 

Using these items protects _you in some way, perhaps By enoBling you to fend off 
Blows or to fight with greater strength. 

Ring Cloak 

Be carfful! Some rings arul cloaks actually curse the fighter! Such a curse can 
ordy Be removed witR tfie rruigic scrolls that remove evd spells. 

Other Items 

Key 

Dfferent colors of Keys allow you to pass uruffected tfirougfi dfferent traps in 
the mazes. Must Be tfie current^ held item to work. 

Boot 

Wortfiless^ except in Brifeg particularly stupid monsters. 

Food 

Keeps your Life Force high. Messages will tedyou when you have to eat 
Force low. . . ** "'Life Force critical. . ff you ignore these messages, your 

strength will start to chminish — you're c^ang cf starvation! (Note: The Grad 
arul Rosary Necklace increase your Life Force.) 

Weapons 

Projectile Weapons 

These can ordy Be used BEFORE engaging a morrsterin Battle, while the map is 
still displayed. (Like all other oBjccts, however, t/uy con Be effered as a Bribe 
during a Battle.) Select a Projectile weapon as your currently held pack item. 
Pressing either TOP SIDE KET causes the weapon to fire in tfie lost direction 
you ran. Tfie weapon will continue until it Bits sometBing (creature^ waft 
treasure, etc.). Watch out! Depending on the character you have assumed, you 


k *< 

Boot Food 


may Be fiurt By the Backiask cftkepowejfuClitmdandHoCy Handgvenade! (Biit 


a certain Ring 

can protect you. . . ) 




) 

1 

4 

Dart 

Bow 

Wand 

Ho^ Handgrenade 


f 


/ 


Hammer Axe 


Spear 


These weapons can Be used severaf timesj But eventuady wUC Be exhausted and 
(hsappear. 


Hand-Held Weapons 

These can only Be used during Battle. 


Dagger Mace Smad Sword Hammer 

r / / 

Axe DouB(e-Handed Sword Spear 

These weapons can Be used as many times as needed. 


Note that some weapons can Be used hand-held or as a projectile. 

Treasure 

You will find mre Treasures throughout the tower! You can save treasures to use 
as BriBes, or you can cash them. Cashing a Treasure adds its value to your 
Experience i^s^ly irvcreasvng your potendal Hit Points) and to your Treasure 
Sc^. When you cash a treasurcj it chsappears. Bonus: Whenever you descenda 
level, the vahie of the treasures cumentfy in your pack (not cash^ is added to 
your Treasure Score. 

Two treasures, the Rosary Necklace and the Grail, give you maximum 
Force and have other mysterious magical properties ! TTfuy to^ effect when you 
cash them. 


Note: Monsters are usually impressed By your Treasures ami wilt ta^ tfieni os 
6ri5es. Using a Treasure to (tribe a monster, however, does not add to your 
Experience or Treasure Score, and the item is lost to you! 

In order of value. . . 


J. 



V 


Candlestick 

Bracelet 

Coins 

Gem Necklace 

Amulet 

■ ■■■ 

A 

M ■ . 

T 


f 

Small Gem 

Crown 

Large Gem 

Cotors 

Rosay NecAloce 

Grail 


Tfte color of an item determines its type^ strength, or worth, bi the NOVICE^ 
TOWER^ ami CHALLENGE adventures, the colors of all items remains the 
same every time. In tAe more difficult adventures, Aowever^ tAe colors ore 
d^rent every time you Begin. In order to determine which colors are more 
powerful, or what type of speAs tAe colored rruigic items Bring, you must use 
tAemI In aJd cases, tAroug^ut any single adventure, the colors remain consistent: 
a Brown potion tAat increases your speed means that all Arown potionsjbr the 
remainder of tAe adventure will increase your speed. 

Weapons 

The color of a hand-held weapon denotes its strengtA. TAe color cf aprojectile 
weapon derwtes its remaining rumiAer of uses. Hand-held items never lose their 
strength when used in Battle. Projectile weaporrs eventually Become e^cAausted 
witE use and disappear. 

Magic Artifacts 

Identical items the same color will ahvc^ corgure tAe same magic spelL 

Treasures 

The color of a treasure determines its vaiue^ wAicA eitAergocs inxoyour score or 
determines Aow us^ui it is to qflfer to a rrwnster. The magic associated with the 
Rosary Necklace ami Grail is also determined By their color. 

Sounds 

Listen carefully! You can learn many us^ things withyourears. Certainspelh 
are timed to your slow, rytAmic AmrtAmts. Different types cf Trxgrs and Gas 


C(ouds fiave instinctive sounds. And (earning the sounds of Battle tcllsyou wfien 
you flit the monster and when he hits you! 

Your Status 

Tour Hit Points are always displayed at the Bottom of the screen. Other 
v^ormation about your status is found By going into _your packj placing the 
HAND SYMBOL over the Question Marij and pressing either TOP SIDE 
KEY. 

Stren^tfi 

A number from 3 to 18 imficatuig how fiaTiiyou can hitmonsters during Battle. 
Increased By magic and By d^eating rrwnsters. 

Stamina 

A rvumberfrom 3 to 18 indicating how durable you are (aflects your potential 
Hit Points). Increoscii By rruigic and By eating food. 

THptomacy 

A number from 3 to 18 indkating how succes^ you wiff Be in Bribing 
monsters. Incraiscci by magic and By successfully Bribing monsters; decreased by 
defeating a monster By fighting. 

life Force 

A number from 0 to 255 indkatutg fiow Con^ until t/te nm time you fiave to 
eat. You lose one point for every fieartBcat. VUiTTiing messages appear as you 
approach 0. At 0, your Hit Points Begin to chsappear as you starve to death. 
Increased By magic and By eating food. 

Experience 

A number from 0 to 650,000 representingyoursuccess as an adventurer (effects 
your potential Hit Points). Increased By magic, hilhng monsters, and cashing 
treasures. 

Treasure Score 

A number from 0 to 650,000 representing tfie value cf treasureyou have cashed 
(not given up as BriBes) and/or successfully carried from one level to anotBer. 

End of tfte Adventure 

Tour adventure ends when you siuxessfiilly escape at the Bottom cf the tower, or 
when you die. (fyou have selected the Grail Quest adi'enture,youmustfindthe 
Grail B^bre you can escape the tower.) 

To find out how well you chd, you can look atyour Treasuie Score. But t/ie real 
test of how well you (M is tAis: Dufyou escape. . . ALIVE? 


